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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 
COMPUTER ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to 
certain patterns or backgrounds on a television screen or while playing 
video games, including games played on the PlayStation 2 console, may 
induce an epileptic seizure in these individuals. Certain conditions may 
induce previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to playing. 
If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of aware- 
ness, disorientation, any involuntary movement, or convulsions — IMMEDI- 
ATELY discontinue use and consult your physician before ner play. 


Ps 
WARNING TO OWNERS OF PROJECTION 
Do not connect your PlayStation 2 console to a projection TV ito 
first consulting the user manual for your projection TV, unless it i is of the 
LCD type. Otherwise, it permanently damage the | TV screen. — 


nt America your console and/or invalidate your Ni 
warrar . Only of ficial or lic peripherals should be used in the ¢ & 
A memory card slots. CaN 


The use F software or ray ana not UCT ay i Sony Compute 
d 


HANDLING YOUR PLAYSTATION®2 Fi sea} q eh 
tation soles } 


This disc is intended for use only with PlayS 
with ‘the NTSC U/C designation. 


* Do not bend it, crush it or submerge it in liquids. — A 
i ime y 


+ Do not leave it in direct sunlight or near a radiator bs other 
source of heat. 


* Be sure to take an occasional rest break during extended Play. i 


* Keep this compact disc clean. Always hold the disc by the edges 
and keep it in its protective case when not in use. Clean the disc 
with a lint-free, soft, dry cloth, wiping in straight lines from 
center to outer edge. 


& 


Never use solvents or abrasive cleaners. 
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GETTING STARTED 


PlayStation®2 computer entertainment system 


memory card slot 2 
memory card slot 1 


disc tray » reset button 


usb connector 


s400 i.link connector — open button 


controller port 1 
controller port 2 


ye 


1, Set up your PlayStation®2 computer cme 5 et 
according to the instructions in its I 
loca Hon Le back of ’ 


2. Make sure the MA y bie a 
» the console) is tur’ 
fy re. 3. Press the standby/ ESET button, When +a power rs 
d 4 indicator lights up, pr the open button and the disc tray 
te will 0 
4. Place the Disney's Donald Duck Goin’ Quackers disc on 1 the 
disc tray with the label side facing up. Press " OPEN button’ 
again and the disc tray will close. 
5. Attach game controllers and other peripher de as appropriate: 
6. Follow on-screen instructions and refer to this manual for 
information on using Disney's Donald Duck Goin’ Quackers. 


Memory Cards 

Disney's Donald Duck Goin’ Quackers lets you save your game 
at the current of play onto Memory Cards (sold separately), and 
resume play on previously saved games. Insert Memory Card(s) 
(sold separately) into the PlayStation°2 computer entertainment 
system BEFORE starting play. 


ant: Do not remove a Memory Card (8MB) 
(for PlayStation®2) while saving or loading games. 
Doing so could damage the game data. 


CONTROLS 


DUALSHOCK™2 analog controller 


Directional Buttons: Walk / Run ae Ss f 
Start Button: Pause 


0 or O : Attack 
A or Ri : Special Moves (available only 


in Special Moves environment) and Shout 
x : Jump 


*The longer you hold the button, the higher Donald will jump 
X + X : Double-Jump 


*All you have to do is to press the X button 
again when Donald is still in the air 


Single Jump 


_—————————— | 
High Double Jump 
| 


tong Double Jump 


famous report Daisy: as report 
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Dai 
isy, the famous journalist 


reported missing. 


rail TO rescue paisy- 


THE DUCKBURG NEWS 
SPECIAL EDITION 


DONALD DUCK TO RESCUE 
DAISY! 


June 6 - The now illustrious and impetuous Donald Duck 
has undertaken a perilous journey around the world to 
rescue Daisy. Our newspaper learned of this while inter- 
viewing Gyro Gearloose, a personal friend of both Daisy 
and Donald Duck. Thanks to one of Gyro's inventions, 
Donald will be able to be teleported across the world, 
and right into Merlock's temple to save Daisy. Here's 
what Gyro Gearloose had to say to us: "My teleporter 
will be able to send Donald to Merlock's temple, no prob- 
lem. But first, we have to make it more powerful. That's 
why Donald is going around the world. I can't tell you 
anything more than that..." Remember that Daisy has 
been missing since yesterday (see our article of June 
5). Everything points to her being taken prisoner by the 
horrifying Merlock. The whole world has their fingers 
crossed in the hope that the unfailing Donald Duck can 
save her in time. More details in our next editions. 


Donald Duck, in a picture taken for “Our 
Heroes" magazine. 


The inventor, Gyro Gearloose, in 
“The Dictionary of Great Thinkers". 


THE GAME 


THE MAIN GOALS 


Donald must finish the following five tasks to complete 
100% of the game. 


Gather The Weather Vane Pieces And Save Daisy 
Donald has to gather and put together the Weather Vane pieces 

in order to give Gyro's machine enough power to send him to each world. 
There is one piece at the end of each level. Travelling this way through 
the four worlds is the only way to reach and save Daisy. : 


Gather The S.P.E.C.I.A.L. Letters a: 
Donald will be given a letter of the word SPECIAL each time nae 
grabs 5 gears in less than 1 second. If he writes the word SPECIAL 
and finishes the map, the nephews will give Donald a Special Move 
once he returns to eyes lab. ahh 


Perform The Ne} Special Moves Challenge 

Once he he successfully completed a world and collectedall the 

SPECIAL letters, this new option opens for Donald. He has to go 
the the map he completed and touch an icon representing Set . 


succeeds, he will receive a "Cool Coin". If he bh Wen gut 
ill have to start the map all over again. pe . if 


Note: In chase maps, only one special. move is required + to succeed, 


Donald will be able to exchange the Cool Coins in Gyro's | lab at ; 
the end of the game in order to open the Bonus World door. It will 
cost 3 or 4 Cool Coins per Bonus map and there are 14 Cool Coins — " i 
in the game. i . f 


Note: There is no challenge in the bonus maps. 


Find the Golden Threads 

During his rescuing adventure, Donald must find the Golden 

Threads located in hidden sections. Every 10 Golden Threads can be 
exchanged for a new costume. There are four extra-costumes in the 
game, available in Gyro's lab: chose the one you prefer with 

the Outfit Maker. 


Take Up Gladstone's Challenge In Time Attack Mode 
Once Donald has completed a map, he can go back and replay this map to 
beat Gladstone's best time. He simply has to touch the icon representing 
Gladstone and a timer will start. When the map is finished, if Donald is 
faster than Gladstone, he will receive a "Gladstone Nickel". 


i; 


_ SPECIAL Moves if Dr 
Es time for to show off his skillsll il i cD ze 


‘The Special Moves allow Donald to enter into a special Brehsion 
that blocks out everything that is going on around him. In this 

_ environment, Donald performs different victory dances and 

; becomes wie he wants! ae 


How To Perform Special Moves 

Each time you bounce off an enemy without touching the 

~ ground, one of the light bulbs will light up. Donald has to bounce 

_ off 3 enemies in a row without touching the ground to. be able to 
perform a Special Move. When the 3 lights are bright, you just 

__ have to push the Ri or « A\ » button and Donald will jump and 
freeze in mid-air. Then, it's time to enter the Special Moves 

Comboll! The buttons you have to enter will appear on the screen 

and you have 3 seconds to enter it right. If you succeed, Donald 

will show you his skills!!! 


After a Special Move, Donald will be invincible for a short period 
of time and gears will value more during this period. 


*Donald must be Happy or Hyper-Donald to perform a Special 
Move. 


**Donald can't perform a Special Move in a Boss level. 


SPECIAL MOVES LIST 


We give you the first Special Move Combo in the following 
table, but you'll have to write down the other combos as 
soon as you receive one! Use the empty circles to do it. 


Soccer Shop 
Spicy Golf 


Fab Lifting 


MAIN MENU 
New game 


Start a new adventure with Donald. 


Use the virtual keyboard to write 
your name (3 spaces). Press the 

« X »button to validate the 
letter. Press the « A\»button 

to go back and change a letter. 


Load game 


Allows you to load a previous game. 


LOAD GAME 
NEW GAME 


OPTIONS 


Options 
Leads you to another menu 

where you can adjust some game 
components (sounds, music, etc). 


Option Menu 
You can customize : 


+ Music Volume 
+ Sound Effects Volume 
+ Stereo/Mono Sound 


ie, 


In Game Screen 


Quick View Menu 

When a gear or any other collectible is acquired, the "Quick View Menu" drops 
down to show you how many of them you have accumulated. You can also access 
this menu with the L1 button during the game. 


This menu shows you: 

Health Meter: Indicates Donald's mood 

Life Meter: Shows the number of remaining lives 

Gear Counter: Shows the number of gears collected 

Special Moves Lights: Indicates the number of enemies smashed consecutively 
Recently Picked-Up Object: Shows objects acquired, like power-ups 

Special Moves Letters: For the Nephews Special Moves Challenge 

1 Second Gear Pick-Up Meter 


A RES A 


You can also see: 


* Time Attack Icon (only in Gladstone time attack) 
* Time to go to beat Gladstone (5) (only during Gladstone time attack) 


* Nephews Special Moves Challenge Icon (only in the Nephews Special 
Moves Challenge) 


Pause Screen 
When you press START during a 
level, you pause the game and 
three options appear: 
* Options - Go to the Options Menu 
* Quit to Gyro - Quit the level 
In Gyro's Lab: 
+ Resume Game 
* Quit Game 
* Resume - Return to the game 


GYRO’s LAB 


GYRO’S DESK 


You can go talk to Gyro at his desk and choose among 
the following options: 


* Game's statistics - For each map, see if you've won the 
Nephews Special Moves Challenge, beat Gladstone's time 
and recieved the three Goldren Threads. You can also select 

“best times" or "your top high score" to see your three 
greatest performances in each category. 


+ Save game - Allows you to save your current game. 
* Options - Leads you to the options menu (sounds, music, etc) — 
- Resume game - Continue to play 


THE GYRO- GAMMA -TUBAL-TELEPORT 


This astonishing invention allows you to access worlds and maps. 


Bi 


To choose a world, run Donald onto the Activation Zone of your 
choice and push the « X » button:Donald will thenbe trans- 
ported to the Sub-Hub where he will have access to all the lev- 

els of the chosen world. When Donald stands on the wooden 


platform in front of each level entrance, a score screen 
appears to show your current progress in the map. 


NEPHEWS’ TRAINING ROOM 
The Gyro-Gamma-Tubal-Teleport has a special 
transporter with a football helmet at the top. 
This special transporter allows 
Donald to reach the nephews’ training 
room where he can practice his 
Special Moves. 


Three options are available: 

+ Select a Special Move - You have to 
choose a world and a Special Move to 
see the associated secret combos. 
Then you can jump on three enemies 
in a row and learn to control 
Donald's Special Moves!! 


+ How to play - Learn more about the 
Nephews Special Moves Challenge 
and the Special Move! 


* Quit 
NOTE: Donald can't pass out in the training room. 


OUTFIT MAKER 


This is where you can exchange your 
Golden Threads for a new costume. 
To activate the Outfit Maker, push 
the « X » button when Donald is 

in front of the machine. Use the 
directional buttons to scroll through 
the selection of outfits and press 
the « X » button to select 

your favorite one. 


NOTE: If you press START in the Gyro's Lab, 
you can return to the Main Menu. 


DONALD'S MOODS 
/ f : [ j i ol 7 


__ When Donald is Hyper-Do 
he becomes super fast ai NS 


HAPPY — 
rE P - ‘ super strong forashort ~ 
This is Donald's time. While running and 


normal status. 
Forkete . ~ Hyper-Donald, he will 
keep him beable to knock 


enemies out of his 
way and open up 
secret 
—- 

- areas! 


Happy as long 
as you can. 


Hitpoints:2 


Be careful! Donald is 
Angry because he has been 


BERSERK hit once: if he is hit another 
When Donald is hit, time, he will lose a life. 

he becomes Berserk ‘%° J Hit point: 1 

and is invincible for ~~ 


a few seconds. x 


COLLECTIBLES 


. Gears 
{@)| There are different kinds of gears: some are worth 


more than the Normal ones! Once you have collected 
100 normal Gears, you get an extra-lifell! 


Weather-Vanes 
Donald must defeat the bosses of each world to 
build the Weather-Vanes that Gyro needs. 


Gifts r\ 
Gyro created these gadgets to help Donald on his i 2 
adventure. Knock them open to see what's inside. 


B3 
Eg 
=a Gyro's Robot (Checkpoints) 
ih 


This is an auto-save mechanism which saves Donald's _ 
position inside.a level. If Donald passes out, he will — 
reappear at the location of the last checkpoint h he Postal 


Feo! Extra-Life + ™~ t t 


lecting a free life is always usefull 
’ ae 


aii 


q is is a power-up cholhing Donald's state from AT tid 
Arany (or Berserk) to Berry. He is very keen, on itll ’ 


5 Orange Juice ‘ 


_ This power-up makes Happy-Donald becom 
“ Hyper-Donald and allows him to discover secret areas! 


Donald must find them to receive new costumes! 
They are hidden in the secret areas... 


Time Attack Icon 
Donald must touch this icon to take on 
Gladstone's Challenge. 


Nephews Special Moves Challenge Icon 
Donald must touch this icon to start the Nephews’ Special 
Moves Challenge. 


a Golden Threads 


THE CHARACTERS 
DONALD DUCK 


Donald is impatient and aggressive, 
it's true! And what a temper, wow!! 
But, Donald is also a devoted and 
sincere friend. He won't let any- 
thing stop him from helping them. 
Daisy's in trouble? Donald's already 
on his way... 


It's no secret: Donald loves Daisy. The prob- 
lem is that his cousin, Gladstone, fancies her, 
too! But, Donald shouldn't worry too much: Daisy loves 
being with him... when he doesn't lose his cool! He'd 
better keep an eye on himself! 


Today: Donald will go to the ends of the 
earth to save Daisy! And it's not just to J 


impress her. He really loves her, and will 
rest only once he knows she's safe... 


ak [ 


Goal in life: To save Daisy! | at 
fen "T'm the only one who can save Daisy SS 


Fe 


DAISY 


Daisy is an outstanding reporter, respected by every- 
one. She's a perfectionist, and never stops working on 
something until it's exactly the way she wants it. 
She's the same way with Donald: after all these 
years, she still thinks she can change his charac- 
ter! Donald should watch out; Daisy can have vio- 
lent fits of temper'l! 


Today: Daisy has one thing in mind: Getting the 
news of the century, by sneaking into the temple 
of Merlock, the terrible magician! 


Goal in life: Turning Donald into 
an elegant boyfriend, 
who is quiet and 

attentive! 


Aes 


ve he ‘invented it all! 
inventions often look strange 
_with a little help from Donald, 
ey should be able to get them to work. For 
ald, Gyro is a trusted guide and ally. Thanks 
\ the Gyro-Gamma-Tubal- 
Teleport, Gyro guides Donald to the ends of 
the earth t save Daisy. 


a 
Today: Daisy's his friend, and she's in trouble! 
Thanks to his invention, the Gyro-Gamma-Tubal- 
Teleport, Gyro guides Donald to the ends of the 
earth to save Daisy. 


Goal in life: Inventing things that 
make the world a 
better place to live in. 

Motto: "You'll see, one day I'll invent an 

invention of an inventor I invented!" 


f 


f 
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Motto: "1 ne w is good. 2 


4 
3 


4 


- GLADSTONE GANDER 


y 
? 


~ Gladstone is ready to try anything to win Daisy's 


HUEY, LOUIE AND DEWEY 


The nephews are inseparable, and 
love to play practical jokes! Their 
target is almost always Uncle 
Donald! They do it because they 
really love to push Donald's but- 
tons. The nephews are also very 
smart and creative: they devel- 
oped and installed some sort of 
device in Gyro's teleporter! No 
one knows what it does! It's a 
secret... 


Today: Donald is about to go on a dangerous trip around the world. 
The nephews think it's "cool"'!! They'll help him to be the "coolest" yet"... 


Goal in life: To have fun!!! 
hews are 


better. ; nephews are COOL!" 


Gladstone is Donald Duck's cousin. Like Donald, 


heart. Needless to say, this could cause some 
unnecessary competition between the two. 
Gladstone is also the world's luckiest duck! But \Y. 
for all his luck, he never seems to be able to 
soften Daisy's heart... 


Today: Like Donald, Gladstone is going on a dan- 
gerous trip around the world to save Daisy. But, 
he should've listened to Gyro first... 


Goal in life: To have fun... 
Oh,and rescue 
Daisy,of course. 


Motto: "I think, the 
reason for 
living is when 
...Whoal 
What do you know! I just found a Nickell" 


DONALD’S ENEMIES 


MERLOCK 


Merlock is an evil and 
unscrupulous breed. He 
dreams of taking over the 
world. Thanks to the jewel he 
wears around his neck, his magic powers 
are awesome and startling. He lives in an 
ancient temple that's almost impossible to 
find! According to him, he's the one who 
caused Atlantis to sink. 


Today: Merlock is building a strange 
machine. When it's finished, he wants 
Daisy, his prisoner, to tell the whole. 
world how powerful he is... 


4 


Coal in life: corre tes ts, his 
mble before foe hn ‘ 


Mottos, "Ha, ha, ha}, haaaada. yn 


ee 


BERNADETTE THE BIRD 


Bernadette is a strange bird. You can also 

say truthfully that Bernadette is a huge bird!!! She 
has controlled the top of the 
mountain for years. The legend of 
the mountain tells the tale of the 
summit being guarded by a giant 
bird. You know what? 

It's truelll 


Today: She guards the top 
of Duckie Mountain. 


Goal in life: To guard her 
home, on the 
highest mountain 
in the world. 


Motto: "“Tweet-tweet!" 


ereciery 


ase 


THE BEAGLE BOYS 


The Beagle Boys are a unruly, bunch of thieves 
They dream of owning all the riches of the 
world. They're ugly, empty-headed and 
bumbling... But, there are a lot of them, 
which makes them dangerous. Donald 
should watch out: recently, the Beagle Boy's 
have managed to take over the 

tallest building in the city! Maybe 

times have changed... 


Today: They protect their hideout, 
located in the tallest building in Duckburg! 


Goal in life: To be the richest 
thieves of all time. 
Motto: "People think we're dumb, 
but we're worse than they think!" 
5 ae 


& 4 
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MAGICA DE SPELL 


Magica De Spell is a formidable 
witch. She lives in a sinister flying 
manor... Her magical powers are awe- 
some, but her uncontrollable hatred 

_ for Donald Buck often drives her to 
make dumb mistakes! Unfortunately for 
her, these mistakes always ruin her 
most diabolical plans! 


Today: No one really knows what she 
does. It's a mystery... 


Goal in life: To stop 
Donald 
Duck and his 
friends, and then... 
who knows! 


Motto: "Abra-duck-abraaaaall!..." 
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UBI SOFT ENTERTAINMENT, INC. LIMITED WARRANTY 


Ubi Soft Entertainment warrants to the original purchaser that the optical 
media on which Disneys Donald Duck Goin Quackers is distributed is free 
from defects in materials and workmanship for a period of ninety (90) days 
from the date of purchase. This Ubi Soft, Inc. software program is sold "as 
is", without express or implied warranty of any kind, and Ubi Soft is not 
liable for any losses or damages of any kind resulting from the use of this 
program. Ubi Soft, Inc. agrees for a period of ninety (90) days to replace 
defective media free of charge, provided you return the defective item with 
dated proof of payment to the store from which this product was purchased. 
This warranty shall not be applicable and shall be void if the defect in the 
Ubi Soft, Inc. software product has risen through abuse, unreasonable use, 
mistreatment or neglect. 


LIMITATIONS - This warranty is in lieu of all other warranties and no 
other representations or claims of any nature shall be binding on or obligate 
Ubi Soft, Inc. Any implied warranties applicable to this software product, 
including its quality, performance, merchantability and fitness for a particu- 
kee purpose, are limited to the ninety (90) day period described above. In no 
t will Ubi Soft, Inc. be liable for any direct, indirect, special, incidental, 
nsequential damages resulting from possession, use, inability to use or 
ren of this Ubi Soft, Inc. software product or documentation, even 
sed of the possibility of such damages. In no case shall Ubi Soft, 
Thels: liability exceed the amount of the license fee paid. The warranty and 
remedies set forth above are exclusive and in lieu of all others, oral or writ- 
ten, express or implied. Some states do not allow limitations as to how long 
an implied warranty lasts and/or exclusions of liability may not apply to you. 
This warranty gives you specific rights, and you may also have other rights 
that vary from state to state. Be 


TECHNICAL SUPPORT - If you need technical assistance with this product, 
call us at (415)547-4028 Monday through Friday between 8:30AM and 
5:30PM, Pacific Standard Time, or write to us at the address noted below. 
No hints, tips, or codes are available from this phone number or address. 


Ubi Soft 


www.ubisoft.com 


625 Third Street, Third Floor, San Francisco, CA 94107 


©Disney 
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Dance Party: 


VVVVIVVOUD 
Dance to the thrilling adventures of Walt 
‘ei alt = Disney's The Jungle Book. Move to the beat 
HLT and imitate the swingin' moves of all the 
VTE funky jungle pals to bring Mowgli safely 
Mia to the man-village. 
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Characters from the movie in 3D: Mowgli, 
Baloo, Bagheera, Kaa, King Louie, & more. 


Favorite songs from Walt Disney's The 
Jungle Book: "The Bare Necessities", 
and "I Wanna Be Like You", plus 
funky new tunes. 


1 or 2 Player: Dance as Mowgli or Compete 
as 1 of 10 playable characters. 


Dance Pad:'Works like a controller for 
your PlayStation® game console. 
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